Personality, genre and videogame play experience by Johnson, Daniel et al.
This is the author’s version of a work that was submitted/accepted for pub-
lication in the following source:
Johnson, Daniel M., Wyeth, Peta, Sweetser, Penny, & Gardner, John
(2012) Personality, genre and videogame play experience. In 4th Inter-
national Conference on Fun and Games, 4-6 September 2012, Toulouse.
This file was downloaded from: http://eprints.qut.edu.au/54003/
c© Copyright 2012 ACM
Permission to make digital or hard copies of all or part of this work for
personal or classroom use is granted without fee provided that copies are
not made or distributed for profit or commercial advantage and that copies
bear this notice and the full citation on the first page. To copy otherwise, to
republish, to post on servers or to redistribute to lists, requires prior specific
permission and/or a fee.
Notice: Changes introduced as a result of publishing processes such as
copy-editing and formatting may not be reflected in this document. For a
definitive version of this work, please refer to the published source:
http://dx.doi.org/10.1145/2367616.2367633
 Personality, Genre and Videogame Play Experience 
Daniel Johnson 
GRID Lab, QUT 
Brisbane, Australia 
dm.johnson@qut.edu.au 
Peta Wyeth 
GRID Lab, QUT 
Brisbane, Australia 
peta.wyeth@qut.edu.au 
Penny Sweetser 
GRID Lab, QUT 
Brisbane, Australia 
penny.sweetser@qut   
John Gardner 
CSIRO 
Brisbane, Australia 
john.gardner@csiro.au 
 
ABSTRACT 
This study explored relationships between personality, 
videogame preference and gaming experiences. Four 
hundred and sixty-six participants completed an online 
survey in which they recalled a recent gaming experience, 
and provided measures of personality and their gaming 
experience via the Game Experience Questionnaire (GEQ). 
Relationships between game genre, personality and gaming 
experience were found. Results are interpreted with 
reference to possible implications for a positive impact on 
wellbeing of videogame play and possible means of 
improving the breadth of appeal of specific genres.  
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INTRODUCTION 
As people spend more time playing videogames, 
researchers have increasingly focused attention on the 
possible positive and negative influences of this activity. 
Much of the existing research is descriptive, focusing on the 
extent to which videogames exert a positive or negative 
influence in particular circumstances. To date, less research 
has focused on identifying the mechanisms that underlie 
these influences [10]. The current research aims to pursue 
the latter goal by exploring the mechanisms that underlie 
engagement as well as interactions across personality types 
and genre. 
IJsselsteijn, de Kort, and Poels [4] developed the Game 
Experience Questionnaire (GEQ) based on theoretical 
accounts of player experiences and focus group 
explorations with a range of gamers. The GEQ consists of 7 
subscales; competence, sensory and imaginative immersion, 
flow, tension/annoyance, challenge, negative affect and 
positive affect. The competence, tension/annoyance, and 
negative and positive affect subscales are understandable 
from their titles. The challenge subscale includes items 
around effort, challenge, and pressure; the immersion 
subscale around exploring, imagination and story; and the 
flow subscale around transportation, concentration and 
becoming occupied with the game [5]. 
To examine personality in relation to player experience, the 
present research uses the “big five” model of personality: 
extraversion, agreeableness, openness, conscientiousness, 
and emotional stability/neuroticism. Briefly, extraversion 
refers to the tendency to take an energetic approach to 
social and material work and includes traits like sociability, 
activity, and positive emotionality; agreeableness refers to a 
pro-social and communal orientation towards others and 
includes traits like altruism, tender-mindedness, trust, and 
modesty; conscientiousness refers to social prescribed 
impulse control that facilitates task- and goal-directed 
behavior such as thinking before acting, delaying 
gratification, planning and organizing; neuroticism refers to 
negative emotionality (in contrast to emotional stability and 
even-temperedness) and includes feeling anxious, nervous, 
sad and tense; openness refers to openness to experience 
and describes the breadth, depth, originality and complexity 
of mental and experiential life [7].  
The current study forms part of a program of research 
designed to refine existing and/or develop new models of 
motivations for playing videogames and the play 
experience. The ultimate aim of the larger program is to 
understand the psychological mechanisms underlying 
gameplay experiences so that insight can be gained 
regarding potential positive and negative impacts of 
videogame play. As part of this program of research the 
current paper reports results of some initial research 
designed to further validate the GEQ and to explore how 
player motivations and experiences of play differ across 
personality types and game genres. The data in the current 
study has been collected over three years and focuses on the 
play experience as assessed by the GEQ. This paper extends 
previous research [8] in which we examined the 
relationship between personality and player experience 
based on the first 18 months of data collection.  
METHOD 
Participants 
Four hundred and sixty-six participants (82% males) 
completed an online survey. Respondents’ age ranged from 
12 to 54 years, with an average age of 21 years (standard 
deviation = 5.5 years). Participants were recruited on the 
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 basis of their interest in videogames and most (74%) were 
university students enrolled in a videogame studies unit. 
Procedure 
A snowball sampling procedure was used. The survey was 
advertised via university courses, gaming forums, and 
personal contacts of the researchers. A total of 509 people 
completed the survey, but 43 cases with incomplete data 
were removed. Survey participants had a chance of winning 
a prize. Respondents were asked to report on their current 
videogame behaviour, both in general and with respect to 
their “current favourite game”. Because participants 
completed the survey at a time of their choosing, there was 
no way to control for the time that had elapsed since they 
had last played videogames. To address this issue, a guided 
recall process was used to prime respondents before they 
answered questions about their gaming experiences. 
Respondents were asked to recall and describe in detail 
what was happening when they were most recently playing 
their current favourite game and to think of their “current 
favourite game” when responding to the GEQ. 
Measures 
The GEQ is a 33-item instrument assessed with a 5-point 
scale (from ‘not at all’ to ‘extremely’) and designed with 7 
subscales. The full 33 items were subject to exploratory 
factor analysis via principal axis factoring, using oblique 
rotation. Initial analyses suggested the existence of 5 or 6 
factors, but there were split loadings in both solutions and 
the hypothesized scale structure did not clearly emerge. 
Items with no loading higher than .4, and items with 
loadings of higher than .3 on two or more factors, were 
dropped from the analysis. In total, five items were 
dropped, and a final 6-factor solution (which explained 
48.4% of the variance) was chosen as best reflecting the 
underlying structure. In contrast to the original factor 
structure, positive and negative affect items were found to 
load on a single factor which was renamed enjoyment with 
negative affect items reversed, and one negative affect item 
was found to load with the tension/annoyance items. Due to 
space restrictions in the current paper, the final factor 
structure is not presented (for further details see [9]).  
The ten-item personality inventory (TIPI) is a short form 
personality inventory designed to measure the “big five” 
personality measures [3]. The scale consists of 10 items 
which are self-descriptive statements answered on a 7-point 
scale (from disagree strongly to agree strongly). The TIPI 
was used for the first year and a half of data collection. At 
this point, based on initial analyses of the reliability of the 
subscales the decision was made to change to a longer (and 
presumably more reliable) measure of personality. The Big 
Five Inventory (BFI) is a relatively longer measure 
designed to assess the five facets of personality [6; 7]. The 
scale consists of 44 items which are self-descriptive 
statements answered on a 5-point scale (disagree strongly to 
agree strongly). Over the past 3 years, approximately half 
(n=209) of our respondents completed the TIPI and half 
(n=257) completed the BFI. In order to avoid splitting our 
sample we calculated the subscale scores for both the TIPI 
and the BFI then standardized them to make them 
comparable and combined them. The process of 
standardization involves transforming the scores to have a 
mean of 0 and a standard deviation of 1 which removes the 
problem of them being initially responded to via different 
scales. The personality measures referred to below are the 
standardized combination of the TIPI and the BFI. 
As well as reporting on their most recent gaming 
experience, survey respondents were also asked to describe 
their preferences for different genres of games. Initial 
exploratory factor analysis of these responses was 
conducted to assist in developing an empirically based 
categorisation of preferred gaming genres. It was intended 
that this categorization would be applied to the specific 
game participants reported on in the survey (their “current 
favourite game”). Initial analyses suggested the presence of 
between 5 and 8 dimensions of gaming genre. However, 
some categories (e.g. card games, party games, educational 
games, platformers, flight simulators, music games, puzzle 
games, simulation games and turn-based strategy games) 
were under-represented in the “current favourite game” 
responses (less than 10 people chose a game from these 
genres as their favourite), so these game types were 
excluded from the analysis. A final four-category structure 
was chosen which best represented the majority of 
respondents in the survey sample. The final categories were 
Shooting games (first-person shooters and third-person 
shooters, n=134), Sport, Racing and Fighting games (sport, 
racing and fighting games, n=48), Action-Adventure games 
(action-adventure and action role-playing games, n=91), 
and Strategy and Role-playing games (real-time strategy 
games, massively-multiplayer online role-playing games 
and role-playing games, n=124).  Sixty-nine respondents 
were excluded because their current favourite game did not 
fall into one of these categories. 
RESULTS 
The analyses involved three measures: the genre category 
of the respondents’ current favourite game (shooting; sport 
racing and fighting; action-adventure; strategy and role-
playing), their personality as assessed by the five subscales 
of the big five model of personality, and their game 
experience as assessed by the six modified subscales of the 
GEQ (competence, sensory and imaginative immersion, 
flow, tension/annoyance, challenge, and enjoyment). 
Correlations 
Initially, bivariate correlations between the personality 
subscales and GEQ sub-scales were examined. For brevity, 
only significant correlations (p<.05) are reported. 
Extraversion was correlated with challenge (r = .12), such 
that people with high levels of extraversion were more 
likely to report higher levels of challenge when recalling 
 their experience with their current favourite game. 
Agreeableness was found to be correlated with competence 
(r = .13), enjoyment (r = .13) and annoyance (r = -.17), such 
that people with higher levels of agreeableness were more 
likely to report higher levels of competence and enjoyment 
and lower levels of annoyance. Conscientiousness was 
found to be correlated with challenge (r = 0.10), 
competence (r = 0.10), annoyance (r = -.17) and flow (r = -
.22) such that people with higher levels of 
conscientiousness were more likely to report higher levels 
of challenge and competence when recalling their 
experience with the current favourite game and lower levels 
of annoyance and flow. Emotional Stability was found to be 
correlated with competence (r = .18) and flow (r = -.12), 
such that people with higher levels of emotional stability 
were more like to report higher levels of competence and 
lower levels of flow. Finally, openness to experience was 
found to be correlated with immersion (r = 0.13), such that 
people with higher levels of openness to experience 
reported higher levels of immersion. 
ANOVAs: Personality and Genre 
Although the above correlations indicate there is some 
relationship between personality and gaming experience, it 
is not possible to tell from these analyses whether people 
with different personalities seek out games to give them 
different experiences, or whether they experience similar 
games differently. To address this question in more detail, a 
series of one-way ANOVAs were conducted between the 
genre category of the respondents’ current favourite game 
and their scores on the personality subscales. No significant 
relationships were found. 
ANOVAs: Genre and GEQ 
A second series of ANOVAs were conducted to examine 
the relationship between genre of current favourite game 
and respondents’ reported gaming experiences as measured 
by the 6 subscales of the modified GEQ. Where significant 
relationships were found, post-hoc Scheffe tests were used 
to identify which genres differed from one another on that 
subscale of the GEQ. Given the exploratory nature of the 
work, marginal post-hoc effects were interpreted in the 
context of significant models. Additionally, one marginally 
significant model (flow p<.06) was interpreted given its 
theoretical relevance. Genre of favourite game was found to 
be related to player experience for three of the six subscales 
of the GEQ. Firstly, there was a significant relationship 
between game genre and reported levels of competence 
(F(3,359)=2.65, p<.05). However, none of the post-hoc 
tests between each of the genre groups were found to be 
significant. Secondly, there was a marginally significant 
relationship between game genre and reported levels of 
flow (F(3,359)=2.53, p<.06). The experience of flow was 
lower for sport, racing, and fighting games (x = 3.07) than 
for strategy and role-playing games (x = 3.45, p<.10) or 
action-adventure games (x = 3.49, p<.10). Thirdly, there 
was a significant relationship between game genre and 
reported levels of immersion (F(3,359)=30.58, p<.001). All 
four genre categories differed significantly (p<.05) from 
one another. The experience of immersion was lower for 
sport, racing, and fighting games (x = 2.77), which was 
lower than for shooters (x = 3.27), both of which were 
lower than for strategy and role-playing games (x = 3.72) 
and all of which were lower than for action-adventure 
games (x = 4.04). All results are shown in Figure 1. 
 
Figure 1. Flow, Immersion and genre of favourite game. 
DISCUSSION 
The correlation between challenge (as measured by the 
GEQ) and extraversion suggests that more extraverted 
people are more likely to enjoy the challenging aspects of 
their favourite games. This finding is in line with the 
tendency for extraverted people to be relatively energetic 
and attracted to activity. The correlation between 
conscientiousness and challenge suggests that more 
conscientious people are also more likely to enjoy the 
challenging aspects of their favourite games. In this case, it 
seems likely to reflect the tendency towards goal-directed 
behavior and planning and undertaking tasks. Similarly, the 
negative relationship between conscientiousness and 
annoyance seems likely to reflect a process whereby players 
more focused on completing tasks or goals in the game are 
less likely to become annoyed by other aspects of the game. 
The correlations between agreeableness and competence 
and enjoyment (and negative correlation with annoyance) 
suggest that, unsurprisingly, more agreeable people are 
more likely to enjoy playing videogames and feel 
competent and less likely to experience annoyance while 
playing. Similarly, the correlation between emotional 
stability and competence suggests that less anxious, nervous 
and tense people are more likely to experience feelings of 
competence while playing. However, following research on 
self-determination theory [10] and positive effects of 
videogame play [11] it may also be that more agreeable and 
emotionally stable people are more likely to experience 
improvements in wellbeing as a function of playing 
videogames. 
 The negative correlation between conscientiousness and 
flow is particularly interesting. It suggests that players more 
focused on goals and planning might be less able to let 
themselves be transported or fully occupied by the game. 
While flow requires a task that can be completed by the 
player [2] this finding suggests that there might be a state in 
which the player is too focused on the task itself and hence 
not able to experience the deep engagement associated with 
flow. Further research is needed to explore this possibility 
and it will be important to investigate how this finding 
relates to the research of various authors exploring the 
relationships between attention, motivation and flow [1]. In 
addition, the positive relationship between openness and 
immersion is unsurprising in that people more open to 
experience seem more likely to have their imaginations 
stimulated by the game and to become involved in the story 
and characters. Similarly, the negative relationship between 
emotional stability and flow likely suggests that people who 
experience greater variations in their emotional state are 
more easily able to experience flow.  
The absence of significant results from the one-way 
ANOVA exploring the relationship between personality and 
genre suggests that people with particular personality traits 
don’t tend to favour the same game genres. In tandem with 
our findings around personality and play experience, this 
suggests that people with different personalities may 
experience the same genres differently. However our 
present analyses do not allow us to confirm this. 
The one-way ANOVAs exploring genre of favourite game 
and game experience show that less flow is experienced in 
sport, racing and fighting games than in the other genres. 
This may be a function of the structure of these games. For 
example, fighting and racing games often involve a series 
of short rounds or races with regular breaks, which may 
preclude the experience of transportation associated with 
flow.  This explanation seems less obviously applicable to 
sport games however, and it may be that exploring these 
genres (racing, fighting, sports) separately would lead to 
further insight. Future research (incorporating larger 
samples) should be directed towards this question. The 
finding regarding the steady increase in experiences of 
immersion across the genre categories also seems likely to 
be a function of the structure and style of the games. The 
opportunities for exploring and engagement with the story 
are arguably greater in action-adventure games than 
strategy and role-playing games, which in turn offer more 
in this respect than shooting games and finally, sport, racing 
and fighting games. It may be that adding greater 
opportunities around exploration and story are key to 
improving the immersion in genres such as racing and 
shooting games. Anecdotally, these possibilities are 
supported by success of games like Need for Speed and 
Half-Life 2, which introduced a depth of story and 
exploration not always present in their respective genres. 
Additionally, given evidence [10] that players experiencing 
greater immersion in violent games may be more likely to 
display real world aggression, these findings may have 
implications for the kinds of games more likely to have a 
negative influence on people. 
CONCLUSION 
The current research provides evidence of links between 
personality traits and the experience of play, allowing 
insight into how particular people experience videogames, 
and possibly informing the identification of subgroups of 
players who are more likely to experience either positive or 
negative impacts of videogame play. The findings also 
speak to possible means of improving the breadth of appeal 
of specific games and genres. In future research we intend 
to extend these analyses by considering the impact of 
covariates such as the current amount of time spent playing 
and degree of previous experience with games. 
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